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Upon your dying lips, you beg yen pepeass plea to an almighty power in order to spare 
your life... 


As the Angel of Death descends Upon you, a power, an Evil power, snatches your life by 
the clutches oil own. demonic hand... 
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rr C su rp ¢ ons ion 7 P t first ¢ er . Damned. itis} e you will draw from the Dar 
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| : _ ) / : | 4 fe as "The Legendary Braves” : 
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hah al + ae You must thwart’each invader and a their fort: ki she You will capture, offer 
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3.Elements of your Quest 


5.3D Action Mode 6.Between Chapter Missions 


GETTING STARTED 


Se up your PlayStation™ game console according to the instructions in its Instruction — 
Manual. Make sure the power is off before inserting or removing a compact sc. Insert 
the TECMO’S DECEPTION™ disc and close the disc cover. Insert game con rs < 
turn on the Playstatien™ game | console. Follew. on-screen instructions to s tart a 


This will be your selection the first time you 
play. With this option you will be asked to 
input your name as player and new Master of 
the Castle of the Damned. With this option 
you start from the beginning of the game. 


_ orfoliolin a: Bole Reem 


Top View : 


This option will allow 
_ | you to begin your 
RESET BUTTON a | = OPEN BUTTON | ue game from a previously 
POWER INDICATOR } . DISC COVER Hl: saved position. 9 
POWER BUTTON Asli 


CONTROLLER PORT tft Hin blocks are required to 
MEMORY CARD SLOT 1 i 7 He SAVE. 


|__ MEMORY GARD SLOT 2 
Front View 


CONTROLLER PORT 1 
CONTROLLER PORT 2 
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! Moves Cursor 


es > 
SELECT brings 


viewing Map. 


' Strategy ) There are TWO main modes of game- 
play: STRATEGY MODE and 3D ACTION MODE. 


up HELP menus while 


' 3D Action | There are three configurations which you may select 


for this mode. “, (default) © and C. You can switch between the 


three from the option menu (see page 13). | 
[EE Button YE Button 
Button @ Scales Map OUT Button 
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—£ Look UP (B) Sidestep (C) RIGHT 
Castle Map rN 7 ike Button Sidestep (C) LEFT EE Butt 
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Directional PAD 
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stant Pause game 
(When you pause the game, 
push the SELECT button to 
display the option screen to 
quit the game.) 
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Your Field 
of Vision 


You will play through several Chapter Missions during your quest. 
Your choices and actions es your quest outcome. The basics: 


Castle. 

STRATEGY MODE: 

invaders by clever! ) jendish traps. 
You may also ur castle (see 
pages 8-11) 

3D ACTION MOD n this heart 
pounding, | tims merci- 
lessly with ‘your Ss (see page 
DECISION |. Once yor ye done away with an enemy, 
you may | Final [ is eternal fate...What shall 


you chose? 
© DEATH ceeeeeeseseee 
= SACRIFICE......000: 


fice to 


be rewarde | with APY 


= CREATION .........-A collection - ir rotting flesh to have the 
remains be used for your own Monster Creations? (see page 


12) 


INTERMISSION .......After you complete a Chapter Mission 


choose: 


- SAVE 
- Body Collect 


- Continue on to the Next Chapter Mission 
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SFRAFEGY MODE 
You can access this mode by entering the DemonGate Room 
and pressing the ® Button while facing the Force Crystal 


there. In this mode, you will plan your strategy for setting iy 


| ; 2 | 
' up your traps, construction of new rooms, creating and | 


Traps are the means of getting at your enemies. 
The two types are: 
will navigate you in this mode. | 1.HP DAMAGING: You can kill your enemy by tak- 
. ing all his HP with traps of this kind. They 
inflict varying forces of damage. 
: *.CAPTURING: You may capture and defeat your 
THE PLAYER'S STATUS BAR enemy by using these kind of traps. Once you 
have done so, you make your choice about 
your captive's final fate, selecting from 3 choic- 
es (page 7). 
*NOTE: Not all enemies may be captured (see page 20). 


developing traps and/or monsters, etc. Icons for each task 


Current 


Number of Gold Total 


Invaders 


Your Castle of the Damned is an evo 
source of life, Dark Life. The larger you 
make it grow, the greater the presence of 
Evil. 7 

As new master and owner of its grounds, 


| Current Date and Time 
: you must make wise decisions in adding 


rooms to its floors. 


| a 
} 8 | 


ae = ~ REMOVING 
CONSTRUCTED ROOMS 


ROOMS You can remove rooms 
Add rooms by first selecting the size/type of room you added to the Castle of 


wish to add. Then select its location, and press ®. You |} |; _ Damned. You can NO 
must follo hice | remove its original roo 


A RED flashing | REMOVING ROOK 


shows you can NOT 
_ place room yet. a Select the Removal Ico 


encircle the room yo 
You must NOT, however, 
ed" rooms this way. 


co . sibs a — Select the Removal Icon ; 
differing steps: | . a a 


a A A J , I hallway you wish to remo 
I ' 4 oO ‘ 
|. Select the width of your hallway with the re) Button. q RMAL color 


Hy 


| _ shows a room may be NOT, however, create "iso 
| Placed. 


 ANOTE ON ROOMS 


ted; rooms. 
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| The room in which you can carry out your trap setting strategy is 
called a “Power Room". You can access your powers to do so here. 


ce —— 7 Additionally, there are “Prison Rooms" that house the coffins of the 
Select an origin Extend your After desired width jf 


‘ 


point > hallway with the and length have 
D-PAD been made, press 


® to confirm. \ 
AANA _ONENNANNNNNNNRNAN eatenne 


= your dead victims and "Bed Rooms” which allow you to revitalize lost 
HP/MP. There are other room types of use to you as well. 


CONSTRUCTION SYSTEM ICON 


The following are some important system features for 
your game. 


This option will allow you to develop/upgrade your existing 
traps and/or create monsters. You can do so as you progress 
in the game. 


You can LOAD your previously saved data from either 


_ |.When you receive use of the upgrade/development option in the of your two memory card slots on your system 


game, select the trap you wish to upgrade/develop from your list. 
2.Provided you have sufficient Gold to do so, press the * Button 
and witness your trap transformation! 


SOUND...Select either STEREO or MONO sound. 
CONTROLLER SETTING...Select TYPE A, B or C 
configuration for the 3D ACTION MODE. 


).When you receive use the “Monster 
Creation” option in the game you must 
highlight the individual monster you wish 
to create from your list. Be sure to have 
the correct “formula” for your monster. 
~.Provided you have the required bodies 
to do so, press the X* Button to create 


_-: your new monster. 
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You can SAVE your game provided you have AT LEAST 
9 blocks available on your memory card. You'll have a 
chance to SAVE between Chapter Missions or with a 
visit to the DemonGate Room. 


13 


The majority of your quest will be played in this manner. 
You will play this sequence of the game in the 1st person, 
“through the eyes” perspective. Your tasks will include 


scouring the halls of the Castle of the Damned, seeking out 
your uninvited enemy invaders, talking or perhaps taunting 


them in some cases, and KILLING THEM! 


PLAYER 


STATUS 3D ACTION PLAYER STATUS BAR 


Current Number 
of Invaders 


Current Date Number of Monster Number of 
and Time Unleashing Gems Set Traps 


CHP Meter 
Compass Directional 
Indicator 
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‘With him. cap- 


CAPTURING YOUR 
ENEMY INVADERS 


Entice your enemy 
and lure him into 
one of your set 
traps. | 


Snptnedon} 


In Strategy Mode, 
find your enemy 
and set traps for 
him. 


tured, you must 
now decide his 
final fate. 


If you have used a 
Capturing Trap, approach 
him to initiate his success- 
ful capture (see page 20). 


The places you've set traps will be indicated with 
colored triangles. YELLOW shows a trap is “inac- 
tive”, while <=) shows a trap is of “active” sta- 
tus. As enemies come into its range, active traps 
spin and chime. This is the cue to activate the 
trap! In an area where you have a few traps set 


(triangles), you can press © to change a traps 
status from YELLOW to RED and vice versa. 
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With this selection in 3D Action 
Mode, you can survey the castle. 
This may be useful, for example, in 
checking room layout. 


This will call up your current inven- 
tory of items. You may use an item 
by highlighting it and pressing the 


® Button. 
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You can call up your Main Menu at; 
anytime during the 3D ACTION oy 
MODE by pressing SELECT. Your *9 
current status will be shown along 
with the following menu options: 


iy 


* This brings up the current list of Monsters 


you have created. Unlike the traps, which 
work in a specified area, you can unleash 
monsters (in certain rooms) to seek out a 
nearby enemy invader. You may unleash a 
Monster only if you have: 


1. Successfully made him by the neces- 
sary captured bodies. 


2. A sufficient amount of “Monster Unleashing Gems" in your 
current total (see page 14 "STATUS") to summon him. 


*NOTE: You may also Develop/Upgrade a Monster (see page 21). 


You can call up this list of enemy Iur- 
ing tools that may have varying 
effects on invaders. Select, and 
press % to echo its horrifying 
sounds. Each use will cost some MP. 


A recorded chart of your You can warp to a floor's | 
captured enemies. Power Room. Se 


YOUR CAPTURED ENEMY 


_ Upon a successful capture, you must decide ONE of the following: 


OBTAIN THE MP VALUE OF THE SOUL 


| As an offered sacrifice to the Evil 
Lord Satan, you are rewarded with 
the gain of MP. The amount of MP 

_ that you obtain is determined by the 
| value of that enemy's soul. 


KILL THEM FOR THE GOLD VALUE 


' You can obtain the Gold value for the life of your cap- 
| tured enemy. — 


KEEP REMAINS FOR CREATING MONSTERS 
| Store their rotting flesh remains with the other coffins 


_ in one of the “Prison Rooms’ to keep them fresh for 
making monster mutations. 


(euza 


OBTAINING ITEMS 


You will be able to buy common items from merchant invaders 
by talking to them. You can attain important items from 
defeating certain enemies, or (in some cases) by discovering | 
them yourself. | ; 


-HP AND MAGIC RECOVERY 


Sleep in a Bedroom or use a select item to gain lost HP or MP. 


CU BETWEEN CHAPTER MISSIONS 


NEXT MISSION SAVE 
You will go on immediately You can record DATA 
BODY COLLECTING 


This option will present you with a list of additional enemy 
invaders that you will select to come to the Castle. They are extra 
opportunities to gather needed Gold, MP and/or bodies that may 
be required for particular Monster Creations. They may arrive as 
welcomed (or unwelcomed) guests...? 


*“NOTE: You won't be able to after all Intermissions. (see page 21) 


TIPS FOR A SUCCESSFUL QUEST 


Since this game's quest and ultimate outcome are determined by 
your actions and/or decisions throughout the Chapter Missions, it 
may be useful to have a few general helpful tips. These will help 
you to successfully play and enjoy all 6 different endings. 


ee 


MONSTER MAKING/BODY COLLECTING 


*NOTE: EACH of the SIX different endings in this game is totally unique and | 


differing from the others. Thus, it is worth your time to 

seek out and replay this game for each of them. Furthermore, as you know 
by now, there are many other fun and original elements (creating Monsters, 
constructing Rooms, etc.) to playing this game. 

With the following tips, you should further enjoy ALL of this game. 


RECOMMENDED TECHNIQUE (S): 

= Try to capture as many enemies as possible. 

=" Walk up to a captive enemy immediately upon his capture. 
Each trap hold is timed, and you MUST deplete his entire life 
bar. You can press x repeatedly to help rid his life bar quicker. 

=» Use combinations of HP Damaging (to weaken) and Capture 
Traps (for final capture) for stronger enemy invaders, or for 
any invader you have trouble capturing “in one shot". 
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RECOMMENDED TECHNIQUE (S): 


Choose to go "Body Collecting" at every opportunity. 

Select only those enemy invaders that best serve your Monster 
making formula needs.(i.e.ones you need to create them) 
Once you have successfully created your Monster(s), keep a 
large supply of “Monster Unleashing Gems" on hand at all 
times. 

You must be at a short distance from your enemy target in 
order to unleash your monster on him. 

Use your Created Monsters frequently! They can/will develop 
experience and raise/upgrade similar to traps. 

Experiment with the use of different monsters on different ene- 
mies. For example, try Fiana on Yurias for a surprise. 


Genera i) 


Keep careful watch of Gold and MP consumption.” 

Sell off the unimportant items in your inventory. 

Experiment with constructing new rooms in various locations. 
Develop Traps and Monsters as quickly as possible. 

Build Bedrooms in strategic locations for HP/MP recovery. 
Experiment with different techniques and choices in the game. 
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Director Takeshi Ohmori 
Planner Hiroyuki Goto 


Motohiro Shiga 
Makoto Shibata 
Chief Programmer Keisuke Kikuchi 
Programmer Naoki Hayashi 
Hiroki Nakajima 
MASATAKA 
Yuji Simada 
Shinichiro Yamamoto 
Modeller Masaya Ikarashi 
Animator Satoru Miyaki 
Texture Design Yuichi Nagumo 
Makoto Komatsu 
Junichi Nishimura 
Youichi Hirose 
Ryuji Nouguchi 
Sound Composer Takashi Kanai 
Shigekiyo Okuda 
Takuya Hanaoka 
Art Work Kenji Harada 
Supervisor NOISE 
Producer MAX NAKA 
Executive Producer Yoshihito Kakihara 
U.S. Project Director and Scenario Matthew F. Humaciu 
Manual Matthew F. Humaciu 


90-Day Limited Warranty Tecmo Products 


90-DAY LIMITED WARRANTY: 
lecmo, Inc. (“TECMO”) warrants to the original consumer that this Tecmo Product (“TPR”) shall be free from defects in material and 
workmanship for a period of 90 days from date of purchase. If a defect covered by this warranty occurs during the 90-day warranty 
period, Tecmo will repair or replace the TPR, at its option, free of charge. 
lo receive this warranty service: 
|. DO NOT return your defective TPR to the retailer. 
2. Notify the Tecmo Consumer Division of the problem requiring warranty service by calling: 1-310-787-2900 
Our Consumer Service Department is in operation from 8:00 A.M. to 5:00 P.M. Pacific Time, Monday through Friday. 
If the Tecmo service technician is unable to solve the problem by phone, he will provide you with a Return Authorization number. 
Simply record this number on the outside packaging of your defective TPR, and return your TPR freight prepaid, at your risk of loss or 
damage, together with your sales slip or similar proof-of-purchase within the 90-day warranty period to: 


Tecmo, Inc. Consumer/Service Department: 
Sequoia Commerce Center 
19260 S. Van Ness Avenue 
Torrance, CA 90501 


Ilhis warranty shall not apply if the TPR had been damaged by negligence, accident, unreasonable use, modification, tampering, or by 


other causes unrelated to defective materials or workmanship. 


REPAIRS AFTER EXPIRATION OF WARRANTY: 

il the TPR develops problems after the 90-day warranty period, you may contact the Tecmo Consumer Department at the phone number 
noted above. If the Tecmo service technician is unable to solve the problem by phone, he may provide you with a quote for the repair 
cost and a Return Authorization number. You may then record this number on the outside packaging of the defective TPR and return the 
elective TPR “freight prepaid” to Tecmo, enclosing a check or money order for the amount quoted payable to Tecmo, Inc. Tecmo will, at 
ils option, subject to the conditions above repair the TPR or replace it with a new or repaired TPR. If replacement TPRs are not available, 


ihe defective TPR will be returned and your payment refunded 


WARRANTY LIMITATIONS 

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR 
PURPOSE, ARE HEREBY LIMITED TO NINETY DAYS FROM THE DATE OF PURCHASE AND ARE SUBJECT TO THE CONDITIONS SET 
FORTH HEREIN, IN NO EVENT SHALL TECMO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE 
REACH OF ANY EXPRESS OR IMPLIED WARRANTIES 

ho provisions of this warranty are valid in the United States only. Some states do not allow limitations on how long an implied warranty 
lusts or exclusion of consequential or incidental damages, so the above limitations and exclusion may not apply to you. This warranty 
yives you specific legal rights, and you may also have other rights which vary from state to state. 
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